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The Akashik Four are a group of superheroes based on the ideas of Theosophy as put forth by 

occultists like Madame Blavatsky, Rudolph Steiner, and Annie Besant (see the sidebar for a very 
incomplete summary). They are designed as low-end 300-point supers, suitable for a 
Theosophical GURPS Cliffhangers campaign or a four-color Golden Age GURPS Supers game. 


History 


The Akashik Four began their career battling crime and the 
forces of occult evil in 1926. The founder was the being known 
as "The Lord of the World," leader of the Great White 
Brotherhood of mystic Mahatmas, headquartered in the hidden 
city of Shambalah in the Gobi desert. Aware of the growing tide 
of both mundane and supernatural evil in the outside world, the 
Lord of the World selected four champions to fight for good. He 
appeared to each of them in a vision and gave them their 
instructions: they must gather in New York and join forces to 
battle the sinister minions of the Dark Face. 


The Akashik Four responded to the challenge, and made their 
headquarters in Doc Toltec's laboratory high atop the Woolworth 
Building. Their first exploits were campaigns against the 
gangsters and bootleggers whose turf battles were making the 
city unsafe for decent folk. But in 1927 the evil Lords of the 
Dark Face made their first bid for world power with an army of 
ectoplasmic horrors. Only the devices of Doc Toltec, the mental 
and mystic powers of Nova and the Golden Lama, and the brute 
power of Thal the Lemurian kept civilization safe. 


In subsequent years the Akashik Four battled occult perils in 
Egypt and Central America, while facing mundane evils in 
Chicago, China, Spain, and Ethiopia. As the 1930s went on, their 
efforts became focused on the rising menace of German fascism 
and Japanese militarism. By 1937 they and other occult heroes 
were already locked in a struggle with Nazi sorcerers. During the 


Headquarters 


The Akashik Four make 
their headquarters in 
New York's Woolworth 
Building, a gleaming 
white spire in lower 
Manhattan overlooking 
Chinatown. Doc Toltec 
rents the entire 49th 
floor of the building, 
which is furnished with 
a complete laboratory 
and workshop, guest 
quarters for the other 
members, and an 
arsenal of fantastic 
devices and weaponry. 
There is a private 
elevator direct from the 
lobby. A basement 
garage holds Doc 
Toltec's powerful 


Studebaker cars, while a 


private hangar at Floyd 
Bennett Field contains 
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war they were affiliated with the OSS, conducting occult covert 
operations in Peru, Egypt, India, and Tibet. 


Their final battle was in Antarctica in 1948, against the last 
remnants of the Third Reich. Thwarting a final plot to unleash 
worldwide destruction, Doc Toltec and Thal the Lemurian were 
killed. Heartbroken, Nova and the Golden Lama abandoned the 
active campaign against evil and devoted the rest of their lives to 
finding and training future champions. 


Thar the Lemurian (300 points) 


The last survivor of a forgotten Lemurian colony on a remote 
South Sea isle, Thar was discovered by a film crew in 1922 and 
brought to America as a circus attraction. In the summer of 1924 
the big top caught fire, and Thar's heroism in saving audience 
members from the blaze won him widespread fame. Pressure 
from newspapers and civic leaders freed him from his life in the 
circus, and he spent the next couple of years as a wanderer, 
doing odd jobs and picking up women across North America. 
When the Lord of the World appeared to him, he made his way 
to New York and joined Doc Toltec. 


Thar has learned enough about the modern world not to suffer 
from the Primitive disadvantage, but still prefers not to use any 
technology more advanced than stone or wood. He is an 
incorrigible (and surprisingly successful) skirt-chaser, as his 
kind personality and good reputation nearly offset his alarming 
appearance. Despite his outlandish appearance, he probably has 
a better understanding of ordinary people than any other member 
of the Four. When not battling the minions of the Dark Face, 
Thar spends his time at simple pursuits -- fishing, watching 
baseball games, and introducing himself to every pretty girl he 
meets. 


A hulking Lemurian, 12' 2" tall, 1,600 lbs., with four arms, 
brown fur, and three blue eyes spaced at intervals around his 
head. Age 34. 


ST 28 [165]; DX 12 [20]; IQ 10; HT 16 [80] 
Move 7. 


Advantages: Charisma (+2) [10], Collected [5], Combat 
Reflexes [15], Damage Resistance (DR 4) [12], Extra Arms 
(two) [20], Night Vision [10], Reputation (as a protector of the 
innocent, +2 all the time, everywhere) [10], 360-degree Vision 
[25]. 


Disadvantages: Appearance: Monstrous [-25], Chummy [-5], 
Gullibility [-10], Inconvenient Size (12 feet tall) [-10], 
Lecherousness [-15], Pacifism: Cannot Kill [-10], Truthfulness 


his Ford trimotor plane 
and personal blimp. 


Nova is the only 
member of the team 
who doesn't normally 
live in the building 
(although both Thar and 
the Golden Lama often 
spend nights elsewhere 
in their wanderings 
about the city). She has 
a comfortable apartment 
in Greenwich Village, 
linked to the laboratory 
via a radiotelephone 
device disguised as a 
piece of Mayan 
sculpture. Since many 
villains know about Doc 
Toltec's laboratory 
headquarters, Nova's 
apartment must 
sometimes serve as a 
safe house for the team, 
and has a cache of 
medical supplies, some 
spare weapons and 
devices, and a 
convenient skylight for 
secret comings and 
goings. 


What the 
Heck? 


Theosophy is a school 
of occult thought (or 
mystical balderdash) 
invented by Madame 
Helena Blavatsky in the 
1880s. It combined 
elements of Spiritualism 
with poorly-understood 
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[-5], Xenophilia [-5], Wealth: Poor [-15]. 


Quirks: Attracted to tall red-haired women, Distrusts all 
technology beyond TL1, Loves dinosaurs, Refuses to get a job, 
Speaks in a booming voice [-5] 


Skills: Axe/Mace-13 [4], Brawling-15 [8], First Aid/TL1-11 [2], 
Occultism-10 [2], Riding (Triceratops)-11 [1], Stealth-12 [2], 
Streetwise-9 [1], Survival-11 (Jungle) [4], Swimming-12 [1], 
Throwing-12 [4], Tracking-10 [2]. 


Languages: English-9 [1], Lemurian-10 (native). 


Equipment: Thar seldom carries any weapon other than a club 
or rocks for throwing. He normally wears a leopard-print circus 
strongman's leotard, modified to fit his immense body. For more 
formal occasions he has a single custom-tailored suit. 


Doc Toltec (300 points) 


Doc Toltec (his real name is Rlaveg Askac) was born 
three-quarters of a million years ago in one of the Atlantean 
colonies in what is now Central America. Like all the ancient 
Toltecs of Atlantis (not to be confused with their remote 
Mexican descendants), he had rock-hard coppery skin and a 
tremendous intellect. He was an up-and-coming scientist in a 
highly advanced civilization until an earthquake trapped him in 
an underground laboratory complex. With no way to escape, he 
placed himself in suspended animation until help could arrive. 
Sadly, the quake was the start of the catastrophes which 
destroyed Atlantis, and rescue never came. 


In 1915 a band of Mexican revolutionaries stumbled across the 
complex and tried to break in, triggering devices which 
awakened the sleeper. His mighty intellect quickly mastered 
English and Spanish, and equipped with super-scientific devices 
and a hoard of golden treasure, he moved to Manhattan to assist 
the people of his adopted eon. The newspapers quickly dubbed 
him "Doc Toltec," and when the Lord of the World contacted 
him in 1926, he was already battling New York's gangsters and 
various monsters in exotic parts of the world. 


Doc Toltec's skills are all at TL6, since he has completely 
familiarized himself with modern science. He can also use 
ancient Atlantean equipment, which was approximately TL 
(5+4), but naturally there isn't much of that around after 
hundreds of thousands of years. Gadgets developed by Doc 
Toltec are either improved versions of existing TL6 equipment, 
some TL (5+1) "weirdtech," or TL7 gear decades early. 
"Weirdtech" devices appropriate for Doc Toltec are such things 
as the Magnetic Needler, Chloroform Grenade, Etheric 


Buddhist and Hindu 
theology, a dash of 
garbled Darwinian 
evolution, and 
borrowings from just 
about every mystical or 
occult tradition. 
Madame Blavatsky 
presented all this ina 
series of books which 
she claimed were 
channeled from the 
"Akashik Records," a 
kind of supernatural 
archive maintained by 
the Great White 
Brotherhood of mystic 
Mahatmas. 


A key element of 
Madame Blavatsky's 
history of life on Earth 
is the sequence of seven 
"Root Races," each of 
which goes through 
various sub-races in the 
progress of the species. 
In particular, the Third 
Root Race were the 
Lemurians, who 
discovered sexual 
reproduction and kept 
dinosaurs. The Fourth 
Root Race were the 
Atlanteans, which 
Madame Blavatsky 
identified with the 
Toltecs. They were 
wiped out when their 
continent sank 800,000 
years ago (this Atlantis 
isn't to be confused with 
the later Atlantis which 
Plato wrote about, nor 
are the Toltecs to be 
confused with the 
Toltecs of precolumbian 
Mexico, unless maybe 
they are -- consistency 
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Spiriphone, Eigenwellendetektor, or Etheric Mesh (all from 
GURPS Steam-Tech). Real-world TL7 equipment includes 
electric stunners or tasers, high-powered pistols, or compact 
submachineguns like the Uzi or MP-5. (A later-period Doc 
Toltec operating during WWII or the Cold War could even have 
1990s firearms or prototype TL8 equipment, although computers 
and most of their applications are beyond his resources to 
create.) 


Doc Toltec's personality is perhaps the most abrasive of any in 
the Four. He was a member of an elite group in a civilization 
more advanced than anything humanity has achieved. 
Consequently he considers himself naturally superior to humans, 
and takes a patronizing attitude toward them. Toltec seldom 
takes a break from work, and when he does he prefers to spend it 
contemplating the stars or meditating rather than socializing with 
humans. 


Apparent age 30, 6'2" tall, 240 Ibs. Copper-colored skin, black 
hair, dark eyes. A powerfully-built man in a gold-embroidered 
loincloth. 


ST 14 [45]; DX 14 [45]; IQ 15 [60]; HT 13 [30] 
Move 6.75. 


Advantages: Appearance: Attractive [5], Charisma +1 [5], 
Combat Reflexes [15], Damage Resistance 7 [21], Gadgeteer 
[25], Gizmos (two) [10], Status 1 (free from Wealth), Versatile 
[5], Wealth (Filthy Rich) [50]. 


Disadvantages: Cannot Harm Innocents [-10], Code of Honor 
(Gentleman's) [-10], Curious [-5], Enemy: gangsters (large 
group, 9-) [-20], No Sense of Humor [-10], Overconfidence 
[-10], Secret (true origin) [-5], Sense of Duty (innocents) [-15], 
Stubbornness [-5], Unnatural Feature: shiny copper-colored skin 
[-5], Workaholic [-5]. 


Quirks: Alcohol Intolerance, Considers his own ethics more 
important than laws, Doesn't understand many modern ideas, 
Drinks warm animal blood, Wears very little. 


Skills: Armoury-18 (guns) [8], Astronomy-15 [4], Beam 
Weapons-17 [2], Chemistry-16 [6], Electronics Operation-16 
(sensors) [4], Electronics-16 (sensors) [6], Engineer-18 
(electrical) [12], Guns-18 [4], History-14 [2], Karate-15 [8], 
Mathematics-15 [4], Mechanic-14 (electric motors) [1], 
Occultism-15 [2], Physician-14 [2], Physics-16 [6], Piloting-14 
(dirigible) [2], Research-15 [2], Science!-15 [8], Stealth-14 [2], 
Swimming-14 [1], Weird Science-14 [4]. 


Languages: Ancient Toltec/Atlantean (native)-15, English-13 
[1], German-13 [1], Mayan-13 [1], Spanish-13 [1]. 


was not Madame 
Blavatsky's strong 
point). Modern humans 
(or at least the "Aryans" 
of Europe and India) are 
the Fifth Root Race, and 
soon the first members 
of the Sixth Root Race 
will appear. 


Crossovers 
and Variations 


Though the Akashik 
Four fit best in a 
pulp-era campaign, 
when Theosophy itself 
was at its height, GMs 
can use them for 
GURPS Atomic Horror 
adventures or four-color 
Golden Age supers 
games. They can be 
beefed up for 
higher-powered 
superheroics by 
increasing their 
attributes, especially 
DX and HT. Past about 
1960, their brand of 
mysticism is a bit too 
old-fashioned, though 
they might serve as 
"elder statesmen" in the 
superhero community. 


They can also be moved 
back to an earlier era, 
although Theosophy 
itself didn't exist before 
the 1870s. A 
Steampunk-era version 
of the Akashik Four 
would spend less time 
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Equipment: Doc Toltec usually wears nothing but a 
gold-embroidered loincloth, although in public he puts on 
trousers and occasionally a shirt. He never bothers with shoes. 
Toltec always has a couple of advanced gadgets with him, and in 
dangerous situations arms himself with a pair of powerful 
firearms equivalent to .44 Magnum automatics. 


Nova (300 points) 


The first of the Sixth Root Race, Nora Vance exhibited unusual 
mental and physical powers as a child in Ohio. In her teens, 
however, her uncontrollable "poltergeist" telekinesis made her 
an outcast, and she eventually fled her family home -- just in 
time, as the agents of the Lords of the Dark Face were on her 
trail. For a time she worked as a vaudeville showgirl, before her 
paintings attracted the attention of gallery owners in Los 
Angeles. She remained there until the Lord of the World 
contacted her in 1926, at which point she relocated to New York. 
Today Nova maintains a cover identity as Eve Newman, an artist 
and fixture in the Greenwich Village bohemian set. 


Her psionic powers are an interesting mix. She has low-level 
powers which she can use all the time, but her higher power 
levels of ESP and Telepathy require her to enter a trance state. 
Meanwhile, her Telekinesis power can make small objects fly 
around like bullets when she's in danger. In fact, none of her 
powers are perfectly under her control -- strange things just 
happen whenever Nova's around. 


Note that unlike the other members of the group, Nova has the 
Lords as a personal enemy. The Dark Face fight Doc Toltec 
when he interferes with their schemes, but are otherwise content 
to leave him alone. But Nova is a prize -- by capturing and 
corrupting her they can influence the evolution of the next 
human race. 


Nova's personality is the most flashy of the group. In her secret 
identity she is a colorful bohemian artist, and her attitudes carry 
over to her heroic persona. Her artistic life has given her good 
exposure to some of New York's seamier side. She can often be 
frivolous and impulsive, which drives Doc Toltec frantic. One 
thing which can make her serious is the welfare of other 
members of the Sixth Root Race. As other children of the new 
race are born, she strives to protect them from the Lords of the 
Dark Face and help them control and understand their powers. 


Age 26. 5'2" tall, 100 Ibs. A slender fair-skinned woman with no 
hair and unusual silver eyes (in her secret identity she wears a 
frizzy blonde wig). 


ST 10; DX 15 [60]; IQ 15 [30]; HT 13 [30] 
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battling mundane evil 
and more time coping 
with weird menaces 
unleashed by the Lords 
of the Dark Face. In the 
GURPS Castle 
Falkenstein universe, 
they are certainly allies 
of the Second Compact, 
and the Golden Lama is 
a powerful sorcerer of 
the hidden Shambalah 
lodge. 


In the GURPS Cabal 
setting, the Cabal are 
the Lords of the Dark 
Face the Akashik Four 
spend so much time 
battling. The Golden 
Lama can switch his 
ritual magic abilities for 
a batch of standard 
GURPS Magic spells 
and a complete working 
knowledge of Hermetic 
modifiers to go 
one-on-one with Cabal 
sorcerers. Players can 
run the Four in their 
epic battles against the 
Cabal, or use them as 
potent if slightly 
clueless adversaries for 
a group of Cabal PCs. 
Note that it's quite likely 
that one of the Grand 
Masters is actually the 
"Lord of the World" 
who organized the Four, 
as a convenient 
"deniable asset" for 
internal battles. Cabal 
PCs may fight against 
them one week, then 
join forces the next. 


Finally, Theosophical 
ideas found fertile soil 
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Move 7.00. 


Advantages: Absolute Timing [5], Appearance (beautiful) [15], 


Autotrance [5], Eidetic Memory [30], Longevity [5], Metabolism 


Control-2 [10], Rapid Healing [5], Reduced Sleep [10]. 


Disadvantages: Enemy: The Lords of the Dark Face (medium 
superhuman group, 6-) [-15], Extravagance [-10], Impulsiveness 
[-10], Overconfidence [-10], Pacifism (self-defense only) [-15], 
Secret Identity [-10], Sense of Duty (the Sixth Root Race) [-10], 
Unnatural Feature (hairless) [-5], Weirdness Magnet [-15]. 


Quirks: Always wears trousers, Avoids alcohol and stimulants, 
Bisexual, Encodes occult wisdom in her paintings, Only eats 
fruit and nuts. 


Skills: Area Knowledge-14 (New York) [1/2], Area 
Knowledge-14 (World)-1 [1/2], Artist-15 [4], Chess-14 [1], 
Dancing-15 [2], Disguise-13 [1], First Aid-14 [1], Guns-17 [1], 
Judo-17 [16], Literature-13 [1], Lucid Dreaming-13 [1], 
Occultism-14 [2], Performance-13 [1], Piloting-14 (dirigible) 
[1], Savoir-Faire-14 [1], Sex Appeal-13 [1], Stealth-16 [4], 
Streetwise-13 [1]. 


Languages: English-13 (native), Mayan-12 [1], Spanish-13 [1], 
Tibetan-12 [1]. 


Psi Powers: ESP-5 [15], ESP-20 (only in trance state, 1/3 cost) 
[20], Telekinesis-4 [16], Telekinesis-16 (uncontrolled, 1/2 cost) 
[32], Telepathy-3 [15], Telepathy-9 (only in trance state, 1/3 
cost) [15]. 


Psi Skills: Clairvoyance-13 [4], Clairaudience-13 [4], Emotion 
Sense-13 [4], Mental Blow-12 [2], Mind Shield-13 [4], 
Precognition-12 [2], Psi Sense-13 [4], Psychometry-14 [6], 
Telekinesis-14 [6], Telesend-13 [4], Telereceive-13 [4]. 
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in 1920s Germany, and 
some of Madame 
Blavatsky's concepts 
have uncomfortable 
echoes in Nazi ideology 
-- some writers 
specifically identified 
the Fifth Root Race as 
the Aryans, with all 
other humans merely 
the degenerate 
descendants of previous 
races. Maybe the Lord 
of the World isn't such a 
nice guy, and the 
Akashik Four are 
swastika-wearing bad 
guys fora GURPS 
Weird War II or 
Hellboy RPG campaign. 
In that case, Thar the 
Lemurian is a brutal, 
sex-crazed goon, Doc 
Toltec keeps alive 
ancient sacrificial 
rituals, Nova is 
impatiently waiting for 
humans to go extinct 
and make way for her 
super-race, and the 
Golden Lama is 
possessed by a hostile 
alien intelligence. 


Equipment: In her secret identity, she wears fashionably "arty" clothes and a blonde wig. As 
Nova she wears boots, white jodhpurs, a black tunic, and a domino mask, leaving her hairless 
head exposed. In combat situations she carries a 9mm Luger, but prefers not to use it. 


The Golden Lama (300 points) 


The Golden Lama is a 16-year-old Tibetan boy, the current bodily vessel for an ancient 
immaterial Venusian Lord of Fire. Consequently he has vast mystical abilities and can tap 
memories from dozens of previous lives. He was only 14 when the Lord of the World sent him 


from Shamballah to New York to join the Akashik Four. 


The Lama's powers are considerable, but require some preparation. If he has time to perform a 
magic ritual, he can summon and command spirit beings and manifest them with his Ectoplasmic 
Projection ability. Caught in a sudden combat situation, he must rely on the martial arts he 


learned as a monk. 
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Because he has the mentality of an ancient otherworldly being, the Golden Lama seldom bothers 
with practical worldly details. Money and possessions are unimportant to him. He does regard all 
human life as precious, and whenever possible tries to convert foes rather than harm them. He 
often forgets that his current vessel is only a youth, and often surprises or amuses people with 
pronouncements of ancient wisdom and casual references to events of past centuries. 


Age 16. 5'4" tall, 140 Ibs. A wiry Tibetan boy with a shaved head and dark eyes, dressed as a 
Buddhist monk. 


ST 10; DX 13 [30]; IQ 13 [30]; HT 12 [20] 
Move 6.25. 


Advantages: High Pain Threshold [10], Racial Memory [40], Sanctity [5], Strong Will +1 [4], 
Unfazeable [15]. 


Disadvantages: Absent-Mindedness [-15], Clueless [-10], Compulsive Generosity [-5], Devout 
Buddhist [-5], Pacifism (self-defense only) [-15], Poverty (poor) [-15], Selfless [-10], Sense of 
Duty (all humanity) [-15], Truthfulness [-5], Youth (age 16) [-4]. 


Quirks: Begs for food, Fanatically clean, Forgets he is only a boy, Prefers to sleep outdoors. 
Skills: Autohypnosis-14 [6], Breath Control-12 [4], Fire Walking-13 [1], First Aid-13 [1], 
History: Esoteric-12 [2], Karate-16 [24], Meditation-12 [4], Occultism-17 [12], Panhandling-13 
[1], Stealth-13 [2], Theology-14 (Buddhist) [6], Weird Magic-13 [6]. 


Languages: English-11 [1], Hindi-12 [1], Mandarin Chinese-12 [1], Sanskrit-13 [2], Tibetan-13 
(native). 


Magical Skills and Rituals: Ectoplasmic Projection-12 [2], Path of Health-17 [20], Path of 
Knowledge-16 [16], Path of Protection-17 [20], Path of Spirit-18 [24], Ritual Magic-18 [28]. 


Magical Advantages: Channelling [10], Ectoplasmic Projection-2 (Always Visible, -20%) [10], 
Medium [10], Ritual Adept-3 [30], Ritual Aptitude-5 [5]. 


Equipment: The Golden Lama wears saffron-colored wool robes and carries a string of beads 
and a begging bowl. He never uses a weapon. 


x OOK OK 


Thanks to Jesse Lowe for inspiring this article, and Bill Stoddard for making me write it. 
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